All items on this page are avail- 
able from: 
Games Workshop 
15 Bolingbroke Rd. 
London W.14 


USED GAMES 


Barbarossa (SPI) 


pre Veer 
DUNGEONS svora a sbrca2y Yercaning 
nel CUS ree booklets 
& Dragons Q 
i é 5 


| a vte6.10 


Flying Circus (SPI) £1.50 

a ae i { Guadal Canal (AH) £3.50 
WAR OF WIZARDS - Sorcery duel (complete cane ia Korea (SPI) ee 
rae Fokol (Ariel) £2.00 


AR (PROBE = /Complete (space (game! +! £3465 Troke (Vic-Toy) 


ALIERS & ROUNDHEADS — ECW miniatures rules 
= £1.85 


BOOT HILL - Wild West miniatures rules — £3.05 
EMPIRE OF THE PETAL THRONE — “only” £15225 
PANZER WARFARE - Rules for micro-warfare - £2.45 
TRACTICS — WHII miniatures rules (3 books) -£6.10 
PRICOLOR - Napoleonics rules - £3.05 

MULTI-SIDED DICE SETS - for DkD etc. - £1.55 

THE STRATEGIC REVIEW - TSR's newsletter -— 30p ea. 


Please add 62p p&p on all orders except 
SPI in which case add 35p,. 


MADAME GUILLOTINE 


France 1798 is the setting for a 2-6 
player simulation of the brutal struggl> 
for power. 

75p including p&p 


INFINITY 


"Recreate the heavens and the earta" 
As reviewed in G&P 36, The pieces are 
works or art} 
£3225 ince p&p 


All prices include p&p. Stocks of most of 
the fantasy items are in at the noment; the rest 
are on their way. Orders for items in stock are 
usually dispatched within 7 days. 


Railway Rivals 3rd_Millenia Games 


As reviewed in O&W 8: 


ts fecturee in Cri no.6. Players ouild, op- 
erste and extend competing railway systems. Shiloh £1.60 
36p + 8p pep per kit, Games available are: Operation Market Garden £2450 
1A - SE Wales 1¢ - Central Scotland ere! narenE Dy) ous 
1B London to Liverpool 1J Mersey and Humber Empire I £2.50 


1D - New York to Chicago 


Railway Rivils Handbook — Covers kits 1A - 1D 
18p + 8p p&p 


Galactic War 


Ag reviewed in O&W 8. Table top space 
war game. 
Set complete £1.00 


MmMeRCenary 
Game of bribery and corruption in. 
war-torn 16th century Europe, where 
1-5 players try by skill and cunning 
to amass personal riches. Set includes 
map, rules and 220 counters. 

£2.35 ince p&p 


War Games 


ular r- Hellington's campzigns in Port— 
ug*1 and Spain, 1808-14. 36p + 8p p&p 
See O&W 7. 


Peninsular War Book - 30p + 8p pkp 


The Pennine War - Imaginary conflict between 
Lancashire and Yorkshire. As featured in O&W 5. 
36p + 8p p&p 


Organized Crime 


Game-of big-time racketeers as reviewed in 


in Games & Puzzles 33. Complete with 
imap, counters, rules and dice. 
£1.15 ince p&p 


nw 9. £5.99 inc. p&p 
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Libiab competition or asked Andrew MeNeil all about 
those points in the Kingrga rules that you couldn't figure out. 

If you are coming, here's a points to remember: 

Firstly, we'll be holdiag a Used Games Auction at 7:80, so if you'd like to try to get rid of 
your old dust-collectors;- just’drop them off at the Workshop stall when you arrive. Secondly, 
welll Be hddding players for guité A'féw' dr the Exhibition Games. IF you're at all interested, 
please let us know on the day; your help will be greatly appreciated. 0 
Finally, do come and introduce yourselves, even if it’s just to say hello; we always enjoy 
meeting our subscribers. We'll all be wearing distinctive markers — either little badges or 

ink gas TNasks; we haven't decided which yet. 

1375 1s rapidly losing its lease of life with the impending threat of 1975 but, nevertheless, 
it has begn a year that the Workshop shall remember as the year of its birth. After Jon's 
wooden james got us going, February saw our magazine, entitled (For reasons still unknown) 
Owl & Weasel, leashed upon the world. Issue ¢ was, admittedly, more than a little lacking; 
an opinion shared by most people judging by the number of Spare copies we have left. Still, 
you never know what antique collectors are going to be after next, so hang on to your copies 
you threet 

With the decision made in July to start importing Dungeons & Dragos and other Tactical 
Studies Rules' games, our ensuing commitments helped to preclude Owl & Weasel from being 
yet another five minute wonder in the esoteric worid of Fringe games magazines. The time 
has really flown and already the next edition will be our first anniversary issue. Thanks to 
all those of you who have supported us during 1975 and we hope that you will continue to do 
so during 1975. 

We end this year with a vague attempt at humour from our jokes-that-make-you-want-to-— 
empty-the-contents-of-your—stomach-on-the-floor IAEA TIS Laje.c elt e/aje' ele aia » Says one fly to 
another who has just Flown off Kojak's head, "Hey, I've Just seen you on Telly!" Ha, ha, ha, | 
do you get it? 'Telly', television, you know, Kojak, Telly Savalas. No? Oh well, back to the 
drawing board. The noise of rumbling stomachs grew louder......se.e5 

A la prochaine, be 

ae 
P.S. For those of you unfamiliar with this little 444 mag, we would inform you that it is 
Produced monrthiy by the members of Games Workshop who are Ian Livingstone, John Peake 
and Steve Jackson. Articles and letters are welcomed but criticism is ignored, 
P.P.S. A fifth London games shop has opened! Village Games, Kingswell Shopping Centre, 
Hampstead, NW3. 
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The Spectrum Games Club (1st floor, 
Envicomental Consortium, 10/11 Great 
Newport Street, WC2) opened a couple 
Of months ago to provide a much needed 
London venue for opponent-less games 
players, It is run by Jack Ja*fe who 
always manages to bring along some 
games celebrity to the club. 

The club mests every second Sunday 
Of the month and the entry fee is 50p 
with coffee included. Meetings start at 


3.00pm and go on until midnight if 
necessary. 2 


British Organized Crime Championships 


will be taking place at 6.00pm on GAMES DAY, 
introducing this new American game to the 
country's gamesters. 

Organized Crime is a game of gangland racket- 
eering in which players win by shady dealing. 

If you'd like to enter BOCC, please give your 
name at the Games Workshop stand, on the day, 


before 5.30pm. Don't worry, hardly anybody elise — 
has played it either! 4 


4 
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WE BRM CAMES SELENE 


So how come there is an adult games scene? Probably, Monopoly started it all off, but 
it only became a thriving hobby with the invention of Diplomacy by Allan Calhamer in 1962, 
Diplomacy was a sort of 'new concept! thing in which the most original aspect of the game 
was the period of negotiations between moves, in which players arranged alliances, nacts 
and double-crosses; the actual rules of movement and battle were very simple. It was soon 
realised that this diplomatic aspect of the game was not limited.simply to face-to-face play 
~ in fact the game became much more realistic if this discussion period took place in 
complete secrecy, by an exchange of letters. Thus Postal Diplomacy was born...... 

Gamesmasters running postal games became publishers and Dippy Zines came into 
existence, the first being published by John Boardman in May, 1963. The hobby was brought 
to this country in 1969 by Don Turnbull, who ran several games through his 'Courier’. Den 
also started up his own adult games zine, ‘Albion! (the last issue of which, regretfully, was 
published in early 1975), in which he wrote, and published articles, on Diplomacy and War 
Simulation-type games. Albion rapidly gained a large following, partly due to Don's informal 
and lively style of writing and partly because of nis impressive list of contributors, 

Simulation-type wargames are those complex games usually re-enacting a famous 
battle, in which all the forces present in the actual situation are represented by small card- 
board 'units' on a hexagonal-gridded board. These were largely influenced by the develop— 
ment of table-top wargaming rules, but had the advantages that they were more compact and 
precise than table-toppirg (although aesthetically less satisfying) and also lent themselves, 
in most cases, <onveniently to postal play. The first commercially available conflict simu- 
lation game (or 'Co-sim game! as Walter Luc Haas has dubd5ed them) was "Tactics II', 
invented by Charles Roberts and Produced by Avalon Hill in America. 

Avalon Hill and the similar SPI games were difficult to get hold of in this country, 2 
small trickle arriving through Hamley's and the General Trading Company, out compared 
to Waddingtons' games over here, the prices were outrageous. Nowadays, though, we're 
getting used to having to pay around six quid for a game — aren't we? 

Slowly but surely, non-wargames for adults started to become more available. Previous— 
ly these had been fairly unsuccessfully tried by a few companies, but they'd never really 
caught on. SM, though, developed quite a large range and Avalon Hill produced a few. 3M 
games were, and still are, real adult games, with elegant boxes and well-designed pieces, 
They adopted the now-familiar 'bookcase format! of games designed to be stored as books on 
shelves. German firms were also Finding a market for adult games, and FX Schmidt soon 
came out with a range similar in format and quality to the Americans. 

The States and Germany, as usual, led the field in the adult games movement, but Brit— 
ish firms soon began to explore the possibilities over here. Waddingtons' 4000 AD was some- 
thing of a 'probe' for them, and after its success, they brought out several others, such as 
Campaign and Game of Nations. Intellect Games, a comparatively new company, introduced 
themselves a couple of years ago with a somewhat dynamic approach to games in this country, 
Election, Hare and Tortoise, and now Thoughtwave are all games of adult appeal and, as is 
now characteristic of Intellect, quality and standards of Production are excellent. 

May 1972, another date for garnes historians, saw the publication of the first issue of 


,Games & Puzzles, the hobby's first Professionally produced publication. Three years later, 


it is still thriving and its popularity is world-wide. Probably Gg P's greatest contributions to 
the games scene have been: their authoritative articles, as introductions and as references, 
have featured many otherwise unstudied games; their reviews of new games have not only 
"opened the box' for the Prospective buyer but also, by their critical nature, have helped 
towards raising the general standard of games available, and; the very fact that a professional 
Periodical is available has undoubtedly brought recognition and support to the hobby. 

Apart from the commercial side of games, games clubs have also been developing over 
here. Of these, the National Games Club (NGC) is the largest and best organised (although 
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areek),! And there are a number of Diplomacy organisations. War- 
gamin sed to be entirely table-top affairs, are now seeing more and more 
memi ving simulation=type ‘board wargames, and a few non-wargames are beginning 
to cee ‘in. But the hobby thrives mainly through postal clubs, in spite of the GPO's con- 
2 é ' lees 
ee as eae aN out of everyone's pocket. 

EG ee i bpe eee 
‘unde pyround' a et 
Literally hundreds oF: gar available in the States, most being wargames of the 
Avalon Hill type. Gamma Two; Game Designers’ Workshop (no relation!), 3rd Millenia 
and Flying Buffalo are/some ofthe best known of these in the US, but several have been 
Produced over here, stici’as David Watts' Railway Rivals series, Brother Jerry's Bust and 
Mike Hayes' The Warlord. Production quality is usually inferior because of the cost of 
short print runs, thoigh many of these are excellent games. But there's a lot of junk about, 
too, 


i'm sure 


The future? There's no doubt that the rise of interest in good games has had a aand in 
persuading manufacturers that the quality of the game itself is now as important, if not more 


Way and games freaks are treated with mone respect. As for the games themsel- 
without doubt Fantasy Gaming. FG arose with the well- 
intentioned but over-ambitious 'total-depth'’ games such as gard and Hyboria, which nave 
now been cut down to manageable proportions in Dung2ons 2 Dragons and Empire of the Petal 
Throne. These latter two have been claimed to be the most original games to have come into 
existence since Diplomacy (claimed by me, in fact - but I've heard no arguments so fart), 
and initial reaction to them has been even more enthusiastic than Diplomacy's eariy days, 
Yes, we'll be hearing a lot more about Fantasy Games in the days to come, as I'm sure we 
will about games in general. I doubt whether games will ever replace TV as the nation's 
most popular pastime — but I wouldn't like to give od:is on it....... 


HES 


WORLDBEATER | £400 game! 


time it's based on the Dunlop advertising S'pose that after 'coffee table games,' 
stunt in which a can, Fitted with their 'world- |then ‘executive games," it had to come; the 
beater’ tyres, was driven round the world to |world's first 'oil sheikh game! (who else 
prove the tyre's endurance. In the game of could afford such a price?). 
the same name, which has just hit the shops, £400 ts the cost of a new game produced 
players must plot their routés from England |in the States by a gentlemen with the unlikely 
to New York and back again. It's more or less sounding title of Baron Arnaud de Rosnay. 
a race game, but on the way, olayers must His game, "Petropolis", seems to be simply 
pass through the board's 19 regions, picking |a Monopoly variant, with oil-producing 
up points tiles in each and these must be countries instead of famous streets. 
replaced on the return journey. Why the fantastic price tag? Get this: 
The method of movement, which is theo- |The board is made in leather. There are 34 
retically unlimited, is the most original silver plated (only plated?) oil derricks. 
aspect of the game and the quality of prod- There are 14 gold plated oil rigs, and the 
uction is just about up to Intellect's usual playing pieces themselves are gold plated, 
standard. At £3.95, they ought to do well Finally, an electronic calculator is supplied 
with this, especially beca.ise of their adver— to calculate oil royalties. 
tising tie-in with Dunlop which 1 must admit Well good lick to you, Baron — but you 
I'm quite impressed by, Yes, and I'm quite certainly won't catch me with this one. 
impressed with the game, too. Cheaper to buy your own oil field. Or even 
Empire of the Petal Throne..... 
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Petal Throne 


Dear O&8W, 


Thanks for the copy of Petal Throne, AS our 
usual D&D GM has presently shelved his 
dungeon, a friend and 1 have joined forces to 
GM a Petal Throne campaign in Cambridge. 
We aim to run without allowing players access 
to the rules whith, I think, is much better for 
the players if the GM can successfully handle 
it (Partly why i've got a co-GM!). The aim is 
that one of us runs the expedition or whatever 
while the other runs the patron without kiow- 
ing the dungeon (or whatever). 

We've only had one session so far which I 
think was a sucess for a First. time effort. I 
CMed a short trip into a dungeon below Jak- 
alla but other activities iacluded an attempted 
evasion of the imperial Treasure Trove Tax 
at the gate of the foreigners! quarter and ill- 
usionists doing an act in the streets to raise 
money. 

My co-GM plans a trip outside Jakalla for the 
qex: session (I'll be running the patron), 

Very expensive for a set of rules and a few 
campaign maps, but perhaps it will prove to be 
worth it. 

Granam Buckell 


++Well, at least somebody has bought it! it 
really is a mammoth game (we haven't had 
time to play it yet) and I rope that if and when 
Graham actually finishes a campaign, he will 
write an article for us on his understanding 

of and comments on the fantasy world of the 
Empire of the Petal Throne. Briefly, the 
setting for this game is an alien planet, Tek-, 
umel which is approximately the same size 

as Earth but somewhat hotter. It swings 
around a G-Type star together with four sister 
planets, and it also has two small moons of its 
own. It was not always habitable for the races 
of Man, however, when explorers first dis- 
covered it, the planet was covered with a 


, Piotous growth of poisonous vegetation. It had 


an atmosphere which contained deadly trace 
elements, and was inhabited by the most 
inimical of all intelligent nonhuman races, the 
fearsome Ssu and their aquatic cousins, the 
Hlyss. The fauna too was venomously deadly, 
allied with the Ssu, and hostile to Man and his 
nonhuman intersteller colleagues. 
Confused? For those familiar with Dungeons 
and Dragons, playing in or refereeing a game 
based on Tekumel should not: Present too much 
difficulty as it's basically the same but perhaps 
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it could be said that Petal Throne more 
refined with respect to game equipment and 
more comptste in that it is played within the 
set parameters of Tekumel. 

Like D?.D, the gane requires a group of play- 
ers and a referee. The latter takes percil and 
paper and, using tne information in the rule 
book as a hase, prepares his own terrain 
maps, city maps , etc of any area he choose 
If he desires, he can also draw up a map for 
an underground labyrirth (the "Underworld", 

a section of creature-naunted tunnels, tombs, 
temples and treasure troves} on a shee! of 
graph paper. He then sets the stage for nis 
players, describing the scenario to then, 
locating them on his maps, telling them what 
they can see, whom or what they encounter, 
etc. It is then up to the players to use their 
wits and intelligence to deal with the creatures 
and challenges laid before them. 

The players, in turn, must establish a char- 
acter, using the tables, and maintain this 
character's records, keeping track of his 
experience points, wealth, possessions, mag- 
ical acquisitions etc. The player must furth— 
enmore keep the statistics for any on-player 
characters ia his employ. He makes his des— 
isions on the basis of information Supplied oy 
the referee and it is his task to progress his 
character io eve: 
and greater powers, 

Characters may be either Good o- Evil and 
either male or ‘emate. To stari with, he/she 
may be any one of three basic "prof 
Warrior, Priest or Magician. Some players 
may also wish to enter the game as ronhuman 
intelligent beings, and this is permitted, 
although it is not possible to begin as non- or 
semi-intelligent fauna, as inanimate objec! 
(€-g. a magic sword), a supernatural be ig 
or undead creature (I didn't know people had 
Such strange desires). 

To develop an Underworld from the campaign 
maps supplied, you first sel 
the surface map >f Jakalla as 4 starting point 
(e.g. -n0. 74, the heap of ruiis said to be the 
Temple of Hyashra ) and tned draw a stairway 
leading down from the surface. It is vital to 
index all stairways carefully so that the ref- 
eree Knows where his players are situated in 
relation to the surface map and in relation to 
any interlinking 'nderworld areas that have 
different surface acces points. 

But what do you get for your money? Well, 
you get a colourful box (big deal), a 114 page 
game book and three campaign maps. You 
also get a million ideas to create a medium 


nigher levels and to greater 


ions": 


a hexagon or 


for the strange world of fantasy wargaming. 
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What else could you wan Rinne 


Ifgathér thas my Ghériarcidle on\Rairy Chess (O&W 19) created some interest. So in re- 
ays2 to mar I really must do something about my relations; may%e giving them 
O8W Subscription ay, peessnts wasn't such a jood ideal), and at the risk of casting 
Fulnther doubts on ADod,/ Her: ars four more examples of Fairy Chess. 


As with the 5 ous sxampies, these also use a standard board and set(s) and play is 
similar tothe usual games! } 


AI 


In this version, each player has two moves instead of the usual one, 
that if you check your opponent on the First, you forfeit your second. He 
» if possible, thea make his second move. Three- or 


must immediately answer the che 


Feur-Move Chess may also Be play 
y 


san extension of this idea, White has one move, then black has two, 
k is announced, when the sequence ends. The other 
Seing the first of a new series, Both versions develop 
<c. — imagine working out, say, eight’ moves and 
then your opponent's nine replies!!! See what I mea? 

This sort of system might maise an interestiag me 
for example, the weaker player is allowed two mov: 


so on until a che: 


player answers 
your powers of calculating combirations = 


ne check, this m 


shod oF giving handicaps in chess if, 
the ‘stronger's one. 


3. Knight~in-the -Pocket Chess is a German varian: ia which each player nag an extra knight 
(from another sat) which is kept off the board at the starl. At any time during the game ‘ne 
can, as his move, enter nis knight on any vacant space on the board cit cannot capture as it 
lands). Once placed, it remains on the board until captured, and functions as a normal 

knight. This can produce some interesting and unexpected 'forks' but as your Opponent also 
has a pocket knight, you will find that you need to gain at least a rook to make its entry worth- 
while. 


Now for a Weasel exclusivel!! My very own Fairy Chess version..... eee 

4. Conscription Che: For this you need one board but two sets of pieces. The basic prin- 
ciple will be wall Known to Sho3i layers (ie. captured pieces are conscripted into your own 
army and may be added to your own forces). However, when a piece is captured it is exchan- 
ged for the equivalent piece from the spare sat (or your opponent's) and can, at any move 
thereafter be re-entered at any v: nt_space on the board, this re-ontry constituting your 
turn. Sut note that: ay Pawns can only ba re-entered on your own half of the board, and b) if 
you capture a piece and the equivalent piece of your colour is not available, then you must 
wait until your opponent captures such a piece (when you exchange prisoners). This latter 
aiso applies to prom NS — yOu can only promouie'a pawn to an available piece. 

I have been unabls, in between writing articles for the Weasel (I can imagine it; Kendall 
is now our most prolific contrioutor! — Ed.), to 'Games-test’ this version as fully as I would 
have wished, so 1 would be grateful if Weaselers could try it and let me know their results, 

As I suspected, the basic problem is, unlike Shogi and indeed Medieval Chess, the pre- 
sence of a large number of powerful pieces so that the game can-end rather rapidly. By the 
rule using two sets, this is to some extent overcome in that players cannot have more than 
double the usual number of pieces. Other rules I intend to try are:- 

(i) Pawns are not re-entered. (ii) To limit the number of Pieces available in the spare set 
(eg. only one bishop, knight, rook and/or no queen etc. (iii) No spare set so that pieces can 
only be re-entered when an exchange is possible. (iv) You are not forced to make exchanges 
so that bargaining is possible, eg. bishop plus knight for rook. (v) Pieces are only allowed 
to re-enter on their original squares and if occupied, they must wait until these are vacated, 


Incidentally, I forgot to mention, in The Maharajah and the Sepoys (O&:W 10) that the 
pawns do not promote. 


++ Kendall Jonns ++ 
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SIGMA NEEDS YOU 


JACK J. JAFFE INVITES ALL GAMES DAY VISITORS TO 
CATALYST PRODUCTS! STAND TO BECOME MEMBERS OF 
SIGMA. SIGMA MEANS SOCIETY OF INVENTORS OF GAMES 
AND MATHEMATICAL ATTRACTIONS AND IT DESERVES THE 
SUPPORT OF ALL INVOLVED IN GAMES WHETHER INVENTORS, 
MANUFACTURERS OR PLAYERS. 
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YOU ARE ALSO INVITED TO TAKE PART IN THE SPONSORED EN) 
LIBIDO GAME - TEN PENCE PER ARTICLE OF CLOTHING NI) 
REMOVED IS THE SET TARGET - SO GET YOUR SPONSORS NY 
LINED UP NOW. ALL PROCEEDS GO TO CHARITY. ) 
Ry 
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Ry 

Ry 

Ry 
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AND FOR THOSE WHO WANT SOMETHING COMPLETELY 
DIFFERENT WE ASK 'DARE YOU PLAY PERSONA?! PERSONA 
-THE NEW ADULT GAME FOR ARMCHAIR PSYCHOLOGISTS - 

IS THE MOST FACINATING ADULT GAME YET DEVISED 
BECAUSE YOU ARE THE SUBJECT OF THE GAME AND YOU 

WILL AGREE THAT THERE IS NO MORE FACINATING A SUBJECT. 
PERSONA WILL BE DEMONSTRATED AND YOU CAN TAKE PART. 


SEE YOU AT CATALYST PRODUCTS! STAND. 
FOR FURTHER DETAILS OF MY GAMES, PLEASE WRITE TO: 
Jack J. Jaffe, Catalyst Products Ltd., 3 Northwood Rd. , London N6 
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fatedtietns ON GAMES DAY 


PRIZE COMPETITIONS * PROBLEMS 
DEMONSTRATIONS 


(1) 19.00 Stall opens 
2) 19.30 - 19.45 Basic Endings (L. Boyd) 
(8) 19.45 - 11.49 Simultaneous (T. Landry) 
(4) 11,40 ~ 12.00 Three Trappy Games 


(D. Shields, 
(5) 12,00 - 1.00 Simultaneous (Cc. H-iMillsy 
(6) 1.00 ~ 1.20. Chandier v S. Caws 


(7) 1,20 ~ 2,05 Simultaneous (T. Landry) 
(8) 2.05 - 2,25 Losing Game Demonstra- 

= tion (J. O'Connor) 
(9) 2.25 - 3.25 Blindrotd Simult. Ghee) 
(19) 3,25 - 4,00 L. Chandier v C. H-iills 
(11) 4,00 - 5.40 Simultaneous (L.C.) 
(12) 5.49 - 6.00 C. H=-Mills v J. Caws 
(13) 5.00 - 7,20 Losing Same K.O. Comp. 
(14) 7.20 - 7.30 Three problems CT-L.) 
(15) 7.30 - 3.10 Simultaneous (C.H-M.) 
(13) 8.19 ~ 8.25 A Game Analysed (T.L.) 
(17) 8.25 - 9,00 850 Special Simult. Chek} 
The above people irclude the English Ladies, 
Eng. Amateur, Sritish Junior, London and 
Surrey Champions; an Irish International; 
LDA Sec; SDA Sec and President of the 
English Draughts Assoziation. 
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/AARGAMES RESEARCH GROUP 
OFFER: 


DECLINE & FALL: Diabotlical 4 player 

declining years of the 
mpire -Alliances, Diplomacy, 
Trioute ard Treachery-it's all there. 
UK price including postage £4.00. 


SEASTRIKE: The game of modern naval 
warfare, Decision ma'sing-Varying 
objectives-Limited budg —Makes this 
a challenging ard exciting game. 


UK price £4,90. 


HSIANG CH' CHINZESE CHESS: A 
Primer on this facinating form of chess. 
Games View of G8 P report "This is 
surely a compulsory buy for all com- 
mitted games players"-includes a 
miniature board and pie 
UK price £2,65, 


We also have a range of Wargames rules 
and reference books on ancient armies. 
Send an SAE for list to:- 

Wargames Research Group, 
75, Ardingly Drive, Goring by Sea, Sussex 
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" WADDINGIONS 


WADDINGTONS HOUSE OF GAMES LIMITED 
WISH THE ORGANISERS OF GAMES DAY 
EVERY SUCCESS IN THEIR ENDEAVOURS 


AND HOPE THAT SUCH BRILLIANT GAMES 
AS MONOPOLY, CLUEDO, HOPPIT, 
CAMPAIGN, FORMULA ONE, 4000 A.D. 
AND SPECULATE WILL BE TRULY 


APPRECIATED BY THE SELECT AND 
INTELLIGENT CLIENTELE ATTENDING. 


WADDINGTONS 
HOUSE OF GAMES LTD 
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TOURNAMENT CHESS 
SUPPLIES 


for all chess requirements 


an 


Books 
Letraset 

Chess 
Symbols 
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Score Sheets 


CONGRESS BOOKSTALLS 
A FULLY COMPREHENSIVE CHESS SERVICE 


EDWARD PENN 

7 The Larches 

Palmers Green 

London N13 5AZ 
Telephone 01-886 1148 
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IT’S THE TURN OF THE CASSETTE 


STUDY CHESS THE MODERN WAY - WITH A 90 MINUTE AUDIO CASSETTE 


It makes the most complex ideas crystal clear, as though you 
have a chess master at your side patiently explaining moves 


CASSETTES NOW AVAILABLE ARE 
1. INTRODUCTORY CASSETTE (60 mins) £1.20 
2. BLACK OPENING £2.95 
3. WHITE OPENING £2.95 


or the set of 3 for £6.00 plus 20p postage & packing 


Visit the AUDIOCHESS stand on GAMES DAY - challenge the Audio 
Chess master to a game at Queen odds and win a prize! 


AUDIO CHESS 7 Billockby Close Chessington Surrey KT9 2ED 


Bryanston Place 


Entrance 


LECTURE HALL 


KEY TO TRADE STANDS 


Centretine (Puzzles) 
!_ondon Draughts Association 


1 

2% 

3. Philmas (Kingma'ser) 

4. Hartland Trevoil Ltd. (1829) 

5. Koaght Games 

6. Catalyst Products Ltd. (Libido, Persona) 

7. The Chess Centre 

a. Philately 

9. Games & Puzzles Magazine 

10. Gamestesters 

WW. Paul 2 Teresa Bailey 

12. R. Sandell 

13, F.O. Tapson 

14, PA/information 

15, Games Workshop (Dungeons 2 Dragons) 

15, Tournament Chess Supplies 2 Audio 
Chess 

17% J.C. Opie (WHS Distridutors) 

13. Lazy Days Ltd, 


GAMES DAY at 


Seymour Hall, Seymour Place, 


[Marylebone Tube 
London W1 on: pr" POA | 
| MARYLEBONE ROAD | 
| 


SATURDAY, | 


20th DECEMBER)... 13 | 


1975 Pl = = | 
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TIMETABLE OF EVENTS 


10:00 Doors open 
10:30 "Basic Endings" (Draugnts) - L. Boyd LH 
10:40 Tabletop wargames exhibition starts (all day) LH 
10:45 Open Competition - Simultanesus Draughts LH 
11:00 Kingmaxer - Invitation Games start (all day) Kingmaer Stall BR 
Simulations wargames —~ Invitation Games start (all day) LH 
11:15 Japanese-period tabletop wargames e: ition games start (all day) LH 
11:40 "Three Trappy Games" (Draughts) - D. Shields LH 
11:45 Dungeons & Dragons exhibition starts (all day) LH 
12:00 Open Competition - Persona 1 
Open Competition - Simultaneous Draughts LH 
1:CO Open Competition - Philately (Draw) Philately Stall BR 
Draughts Exhibition Game - Surrey Champion v. British Junior Champ. LH 
1:15 Open Competition - 1329 LH 
Go exhibition starts (all day) LH 
1:20 Open Competition - Simultaneous Draughts LH 
1:30 Philately play-offs LH 
2:00 Open Competition - Hoppit (Draw) LH 
2:05 "Losing Game" Draughts Demonstration - J. O'Connor LH 
2:15 Hoopit Competition starts LH 
Western Gunfight - Exhibition/Invitation Game starts LH 
2: Open Competition - Blindfold Simultaneous Draughts LH 
3: Open Competition - Libido LH 
3 Draughts Exhidition Game - Surrey Champ. v. English Amateur Champ. tnt 
3:30 Nine Men's Morris - demonstration - T. Landry LH 
3:45 Open Competition - Nine Men's Morris LH 
4:00 Open Competition - Simultaneous Draughts LH 
4:45 Open Competition - Seastrike LH 
5:40 Draughts Exhibition Game - Eng. Ameteur Champ v. Eng. Ladies Champ. LH 
6:00 British "Organized Crime" Championships (Open Competition) LH 
Open Competition - Draughts "Losing Game" LH 
7:20 "Three Problems" (Draughts) - T. Landry ib 
7:30 \tsed Games Auction To be arranged 
Open Competition - Simultaneous Draughts tid 
8:00 Open Competition - This one's a surprise; wait and see! Lt 
8:10 "A Game Analysed" (Draughts) - T. Landry LH 
8:25 Open Competition - Special Simultaneous Draughts LH 
8:40 Presentation of prizes LH 
9:00 That's it, folks..... 


) ‘Key — LH = Lecture Hall BR = Bryanston Room 


Open Competitions are open to all visitors to Games Day. The Draughts 
ris competitions have small entry charges (but offer cash prizes); 


and Nine Men's Mor 


the rest are free, Furtaer 


entry details will be given on the day. Prizes will be given for winners of mary of the Open 


Competitions. 


Sandwiches, cakes, tea and coffee etc. will be available throughout the 


Y'all enjoy yourselves, now! 


day. 


Notes 


SM AOARIRsabisi Sista: 6:8: ace:/arerersuersrarevaiorsselareretaracarers 
entor of 'Kingmaker', Andrew McNeil, 
f Sa reduce you to this "brutal and 
“ploody" gamé\6f the) Wars of the Roses » and because 
the best way to learn is to play there will be a 


game in progress throughout the day. 

Take charge of a faction of ambitious nobles and 
try, through a combination of military and 
political skills, to put your man ( or woman ) on 
the English throne, 


Kinomatker 


YOU'VE PLAYED IT ALRBADY ?.cccccccccccccccccscccce 
Then Andrew McNeil will be happy to answer any 
questions and will canvass your opinion on some 
recently evolved optional rules, including a 
"meatier" Parliament and an extension of the use 
of the Writ Cards. He'd like to hear some of your 
ideas, too. 

Would you like to take a hand, too, in one of the 
games to be played throughout the day. We can't 
guarantee you'll have Percy or Neville, but if 
you played before you know you'll have fun. 


Visit the PHILMAR stand on Games Day 


\ (Sodiaty of Inventors of Games and Mathematical Attractions) 
"AY Saturday 20 December - Seymour Hall - at 4.00 pm 
4 a 
SUPRON | 
‘i \ 
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NITHUSIASTS from Jack J. Jaffe 


‘ § Witin the 


ciates involved in games, [ am attempting to forma 
professional 


Brove the status and rewards of the games inventor and to popular- 
a fascinating and erjoyable leisure activity for adults. That such ay 
sary is evident to anyone who has ever invented a game, but the argu- 
ments in favour-should be stated to forestall any sceptica’ reada-s, 


orga risation 


tu he status of the games iqventor i9 this country is still largely unacknowled- 
éw are the games manufacturers who even publish the inventor's name on any part of 
Jame; even Fewer ar2 tnosa who h2l> to promote theic games in association with the in- 
mone pleasure to more people move often than, say, 
the suc sful novel. And who @ heard of a successf.il novel which was not associated 
with the author's name? Indeed, most publishers promote their authors! namas to sell_ their 
books — games manufacturers must be persuaded to do likewise. i 


Wr wa Even where the inventor is fortunate enough to have a game produced by a 
manufacturer, the rewards are niggacdly. Tne most the inventor can obtaia ia royalties is 
5% of the price at which the manufacturer sells, This is a maximum; mary companies will 
not pay more than 24%. Compare this with even the sompietely unkyown novelist, who - as a 
matker of course — will receive 10%. Since a ul game as a greater 'playershio! 
than the nevel nas readership, SIGMA will negotiate to ma'<e the 19% figure the norm. 


3. What a If games inventors, as a group, were to as 3 rationally their chances of 
having a game pted for publication by one of the 2 games companies, no further 
games would ba Since there are comparatively few games companies - and since 
zach company slaims to receive large umbers of unsolicited gal ch year Waddhaigtons, 
for example, say they re ve 3,000+ 2ach year) - tha inventor's chance of having a game 
mmissioned, is negligible. This is especially teue of those unfortunate 
uals who have no ‘nowledge ia depth of the games market: however iasjired their ideas, 


d, unless 


they have no hope of acceptance, 

Even the professional games inventor faces innumerable obstacles and pitfalls. How doe 
Protect his ideas from piracy? Can he afford the cost of legal protection and, if he can, 
he afford litigation if it becomes necessary? If ne can afford to have a prototype produced by 
a commercial designer, to which company should he submit it and how long must he wa‘t for 
the sompaay to pronounce on his game? Should he go direct to the 
Ploy an agent and, if the latter, 
the problems 


company or should he em- 
where does he find the right ageit? These are just a few of 
hich SIGMA could halo to resolve. 


In addition to representing and helping the individual games inve: r, SIGMA would az 
tively popularise the fun of games playing, co-operating with the games companies and pushing 
for more promotion and more modern marke dg techniques and thai application to games. 
Sidce the manufacturers’ co-operation is desirable, they would be encouraged to join SIGMA, 
whose basic revenue would thus come from individual and corporate subscriptions. An addit- 
ional source of revenue could b tained from a minority share of royalties, where SIGMA 

as ssfully negotiated tnesa on behalf of its members. 


The need for SIGMA is obvious. By attending and Participating in the inaugural meeting 
on 20 December you will be taking a significant step towards the removal of any stigma which 
may attatch to games playing in this country. In other words, take the 'T' out of stigma! 


I look forward to sazing you there. 
Yours playfully,. 


14 Jack J. Jaffe 


| CHRISTMAS GAMES 


A brief guide to some of the better generally available games, as last-minute Christmas 
presents. 


UNDER 10s 


Snifty Snakes —- This is ridiculous; a test of nasal dexterity! Players wear Groucho masks 
with snakes coming out of their noses and must manoeuver coloured cones into holes i the 
Soard by shoving them round with their snakes. (Action - £2.25) 


Squasp - Similar to Mousie Mousie, if you remember that. Armed with fly swatters, players 
have to be the first to swat a coloured wasp as directed by a dice throw. Reputed to have 
entirely disrupted a G&P editorial meeting! (Action - £1.50) 


Twister - A large plastic mat with coloured circles is spread on the floor and players per- 
form gymnastics trying to place a hard or foot on whatever colour they roll on a dice. A 
great ice-breaker at parties. (Not sure about this one; hope it's still Produced) 


10 ~ 13 YR. OLDS 
Formula One — One of Waddingtons' best, A car racing game in which drivers set their own 


speeds and therefore determine their own movements, luck only entering the game at cor- 
ners. (Waddingtons — £3.20) 


Hoppit —- Sometning like draughts, but an excellent theme and very well presented. Players 
must hop theic Frogs over toadstools From one side of the board to the sther. There's quite 
a surprising depth to this; it'd appeal to adults in family play, too. Waddingtons - £2.75) 


Hare & Tortoise - A race game with virtually no luck, which is quite brilliant. Players 
surge ahead and intentionally drop behind, but you never know who's won until the last 
couple of moves. (Intellect — £4.25) 


Subbuteo Table Soccer - The best of the football games, in which skill is built up dy prac- 
tice into quite a fine art. Various sets are available and a whole host of superfluous 


equipment can be bought. (Subbuteo - various prices) 


Risk - With all its drawbacks and inadequacies, Risk must be mentioned here, 
60% of wargamers were broug'tt up on the game. So, as an introduction..... 
£4.00) 


as around 
» (Parker — 


ADULTS 


Diplomacy - The game that started it all off. If you haven't got it, get it, but admittedly it's 
only worthwhile if you can get at least four players together. (Philman — £3,40) 


Epaminondas — Goodness knows why Philmar haven't Pushed this one; it's a modern classiz 
in abstract games. Played on an oversized chess board, pieces move in 'phalanxes' and 
attempt to reach their opponents" back line. (Philmar - £3.40) 


Stalingrad - A moderately complex simulation-type board wargame which is both an excel- 
lent introduction to the Avalon Hill range and is also enjoyable to play. (Avalon Hill - £5.95) 


1829 ~ A railway/stock market game which surpasses all others of both types. Quite iengt'y 
and complex, but well worthwhile if you've got the time and concentration. (Hartland Trefoil 
— £6.95) 


3M Sports Games - There are several of these. Speed Circuit and Regatta are excellent 
(although the former is similar to Formula One) ; Win Place & Show is OK, but only for the 
first few games; the rast I haven't played, although I've been told trat Glue Line Hockey 15 
good. (SII - £6.95) 
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Gos) Similar. y Bpen ri 
rated by mdhy asia Pouch 
ii 4S Mayafaetirecss all 


We oy decent 
Pr, Aeechine 


game around. n : 

(oak much more fun. <Koplpw Games, 

and available From thé Workshop!) 
CNRS 

A fantasy game in 

@ warriors, priests or 


Dungeons & 
wh 


Drago 
players 


wizards and slay monsters in search of trea- 
supe, It's something, similar to table-top 
wargaming, but an entirely original concept. 
Not everyone's cup of tea, but a must for Fan- 
Freaks — we havei't played much else since 
since ttarrived. (TSR - £5.10 — also available 
From us) 


: $+S H+ 


P.S. If any of you want advice on.any partic— 


ular games, don't hesitate to as lan, John or 
myself at Games Day. We'll be happy to give 
you our Honest opinions. 


nec 


ed with transit-boxes. In each case 
che main army is attacking a rearguard 
or detatchment, so both players are at- 
tackers, The Prussians are rather slow, 
but still fairly tough. 


WAGRAM is fought on a wide plain for 

possession of the hills behind it, but as 
1 have not completed testing, f will not 
comment further on the game. 


LEIPZIG is potentially tne best game of 
the Quad, covering all four days of this 
major battle. I doubt the accuracy of 
many of the combat strengths - SPI's 
Borodino set was very inaccurate —- but 

ie OB looks reasonable. The scale is 
ased in this battle and so the small 
ional artillery and cavalry vanish, 
aving only the divisions and cavalry 
mpse This increase in hex size is not 
accompanied by a slackening of Zones of 
Control, so this will tend to invatidace it 
asa simulation, The battle is Fierce, and 
the French player, aided by his knowledge 
of snamy reinforcements, can often 

strip one front to relieve anothe >. Using 
@ ‘Friedland’ CRT, the French won on 


NAPOLEONIC QUAD GAMES 


These new 'Quad' games (Marengo, Wagram, 
“Auerstad'. aid Leipzig) contique tha old SPI 
pe of using a tried "system for all seasons." 
The Combat Results Table ia the Quad is an em- 
‘4lated version of that used in the Borodino 
game. Almost all losses are due to surrounding 
and 
silly. Without a mathod of step-reduction, how - 
ever, some would argue that the system is accur— 
ate for its simplicity. I, too, used this as an ex- 
cuse until I purchased a copy of 'Friedland' from 
SPI/UK. This is an improvement on the basic 
system including such factors as leaders, morale 
and, most importantly, a two-dice CRT. This 
CRT gives a much ter battle and 1 now use it 
with a"l Quads, though it is rather more bloody. 
The occasional rout, the attac that is not follow- 
ed up, the disastrous collapse allowing a break— 
throug) ~ all these are possibls. 


Je. 


MARGENO shows an Austrian army debouching 
From a fortress on the unsuspactiag French. The 
French, inthe game, appeara little too quick to 
respond, or maybe the Austrians are too restric— 
ted by 


their iwo bridges. 


JENA-AUERSTADT contains two battlefields con- 


tting retreat paths, a system that I find very 


the First day but lost on the third as most 
of the MacDonalds Corps broke, leaving 
a huge hole through which poured the 
Army of Poland. Some 2f the reinforce- 
ment entry points are wrongly noted, 
its From the Southern army marching on 
at the far north; but common sense should 
help here. 


Conclusion: Great potential with the new 
CRT, otherwise rather a pore. Gamers 
might like to note tha! theve are now 8 
Napoleonic battles in game form, the 
other three being Borodino, Waterloo and 
Austerlitz., 

+H Charles Vasey ++ 


SUBSCRIBE 


Make sure of your monthly Weasel. 


Subscribe by sending a cheque/PO (made 

payable to Games Workshop) for any 

amount over £1 to: 

GAMES WORKSHOP, 15 Bolingbroke Rd, 
London W14 OAJ. 


Each issue (which costs 15p + postage) 


will be sent hot from the press and you 
will be notified when your sub runs out. 


ORIGINS 


Although not a recent addition to the Avalon Hill range (in fact it was first produced in 
1971), Origins is a game to be recommended to all those who enjoy diplomatic conflict 
games. Sased on the diplomatic events of the 1930s between Germany, France, Sritain, 
Russia and the United States which led to the outbreak of WWII, players tale control of one 
of these five nations and must, through negotiation and diplomacy, gain political control of 
Europe. 

Game equipment consists of a mapivoard of Europe 1939, five sets of die-cut ‘Political 
Factor' (PF) counters, one set of 'Historical Game National Objective Cards', one sat of 
'What - If?' National Objectives cards, rules, an historical booklet and one die — all housed 
in the now-familiar bookcase box, Tne mapboard depicts Europe showing 13 nations and 
contested areas which were prominent prior to the outbreak of WWII and also showsAmerizca 
as an inset. 

The five player-nations have different objectives and political strengths, the strongest 
being Germany, while the weaker four ‘ave a chance of winning by alliance. To start, each 
player is given an Objectives Card which shows the potential points to be gained by his 
establishing political 'understandings' and 'controls' in the other 12 countries. Besides the 
five j»layer-nations, eight minor, or neutral states acre depicted on the board. 

The game consists of only 6 turns and itn each turn, Political Factor counters (which 
represent a nation's political campaigning) are laid on the Soard, in quantities dictated by 
the appropriate chart. These PFs can de placed in any of the 13 nations 0 the board. Points 
are gained by players' establismment of understandings and/or controls in other nations as 
required by each player's National Objectives, 

An ‘understanding!’ is the equivalent of 5 PFs and this is meant to represent certain 
sympathies your nation has established in this country. A 'control' represents complete 
domination of the country — again this is achieved by placing 5 PFs in the country, ‘ut no 
other nation's counters may be present. Once a country has had a control established init, it 
plays no furtner part in the game. 

Diplomatic conflict arises when two or more nations ave Fighting to gain a control or 
understanding in the same area. Players may 'attack' each other, and here the procedure 
becomes similar to more conventional AH games. The attack:defence ratio is calculated, 2 
die is rolled, and the result is computed on the 'Diplomatic Conflict Table’. 

Negotiations and diplomacy are the key to siiccess in this yame. The srewdes 
who can negotiate the best deals and establish tne most alliar s will 92 the most s. 
ful; it is almost impossible to win without help From other players. As us ial, though, with 
these sorts of games, double-dealing, broken alliances and back-stadding are all part of 
the fun. The United States player must be the one given to talk and negotiation ina similar 
way to that of Dr. Kissinger, as his objective is to try to stop the othes players from maising 
any gains; the US are the peace-nakers. 

At the end of the sixth turn, each player totals his accomplishments as per his National 
Objectives and the player with the most points wins. 


At the beginning of the game there is «isually a tendency to adopt "stop tne Germans! 
tactics, as all the other players will gain if Germany is prevented From controlling Aigh 
point-value areas early in the game. Although last in order of PF placemen:, Germeny nas 
a considerably higher number of PF's to place per move. 

The 'What-If?' National Objective Cards allow for variations in the game, as the different 
nations are given different objectives. Thus different alliances and tactics are required. 

Origins is a good game in that it necessitates much interaction between players and 
usually only takes about an hour and a half to play. The last turn is particularly exciting, 
when it's a general free-for-all as all alli Ss are cast to the wind in a mad scramble for 
total power. An excellent game to play by mail, too ~ although it has deo played in Lnis 
way surprisingly infrequently so far. 
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3 DUNGEONS 


Strate: 


é 


DRAGONS 


SR4°SR4SR4SR4SR4SR4SR4SR4SR4 SR4 


And now, the moment you've all been waiting for: 
Review 4 is out!! The largest issue yet, with 12 


pages of gen on TSR goodies. It's gone up in price, though, 


The headlines read, "SR Goes 


ot Hill, 


e, but there's 


in the mage 


On pp. 5-S, a new class of character, 


Bi-Monthly Next Is: 
yen got a full-time editor coming in to take on the job. Inside no. 4 are articles on 
r along with over 5 pages of Fantasy. 

by Professor Barker (inventor of EoPT) on advice and rules for 
wishing to generate their own Tsolyani-sounding names (by dice throws!) is 
also quite a bit for Dungeoneers. 

the Illusionists, is described. 


1e1" which is good news indeed — 


Illusionists are a 


sub-class of Magic-Users whose prime requisites are intelligence and dexterity. Although 


they have less 

Magic—Users. 
The 'Creature Feature’ on p. 10 des 

be created by Clerics of 15th Level+. 
Before you start sending your orders, 


cribes 


though, 


owerful aspects, their spells seem to be somewhat superior to straight 


a wierd creature which may 


the 'Clay Golem', 


please note that we have no stocks of SR 4 


only our own copy — but we're hoping to get them in far Games Day. 


Dun Dra Gon 1 

Also in SR 4 is news of the first annual 
Dungeons 2 Dragons convention, which is 
planned for Feb. 27-29. DunDraCon I is be-| 
ing organised by a nameless address in the 
States. 

If any of you will be lucky enough to be 
over there (Will you still be there then, 
Pete?) at the time, details are from: 

385 Alcatraz, Oakland, CA 946513 


USE OF HIRELINGS 

One of the points which is not well ex- 
plained in the D&D rulebook is the rulings on 
hireling loyalties. It is mentioned briefly 
(1:11 & 13) but no instructions are given on 
how to use the loyalty scores. We used to use 
these as a rough guide for subjective decis— 
ions 5y Dungeonmasters, but this is obviosly 
inadequate. Recently, though, we've devel— 
aped a simple system which does away with 
the morale chart (1:13). Admittedly, it has 
many shortcomings, but it serves as a useful 
basis for most situations. 


1:11). The resultant number is that hireling's 
Loyalty Score. 

When engaging a monster,a hireling's 
loyalty must be checked by the DM, by sub- 
tracting the hireling's level (usually 1) from 
the monster's level (III:10-11). If this number 
is greater than the hireling's Loyalty Score, 
then he will refuse to fight; if the difference is 
3 or more, he will desert the party. 

If, on refusal, a hirer orders the hire— 
ling to Fight (and for this he must have at least 
12 on charisma), then a throw of 15 or over 


(on a 20-sider) will succeed in persuading him, 


subtracting one point from this minimum (15) 
for every charisma point over 12. If the hirer 
accompanies his order with a reasonable re- 
ward, the minimum becomes 10, In both these 
cases, a throw of 5 or under results in des- 
ertion. 

If the Rieti is not alone in his fight, he 
will obviously be more willing to attack. If 
other hirelings/characters are accompanying 


him in battle, he adds one point to his Loyalty 


Score for every other friendly person going in 
with him. 
Morale checks of this type should also be 


At the start of the campaign, the DM must Made by the DM in other potentially demoral— 


compute a Loyalty Score for each hireting. 
He starts by secretly throwing a 4-sided die. 
The number thrown is then adjusted up or 
‘own according to the hirer's charisma (See 


ising situations (eg. traps, areas of magic, 
lack of food, lost etc.). 


++ SJ ++ 
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